THANK YOU ! 



...For buying this advanced TvrboCiiip 
game card. TALCON""- 



WARNINGS 




Before using your rww TurtoChip game card, 
please read thte msl ruction manual care^ully- 
Famidanze ycursel' wiili the prcper us& cl your 
TufboGrafK-16 EnieriatnmQfi! SuperSyslem. 
precautions concerning ils use and Ihe proper 
use ol IhlsTurboChip game card Always 
operate your TurboGralx-lfi Sup^rSystam and 
Ihis TurticChip game card according Eo 
inslnjclions Please keep Itiis manual in a sale 
pkacelorlulurereleren(» 



This video game may cau^e A bum-Jn 

image on your lelevi^icn picljre lube. A 

burn-kn Imdge 4s an Image which is 

pftrmafwnlky burned Into the inakdc of the 

plcTur« rube. Do ncx lea^e arallc or sifll 

Imaged (m pause or play mode) on your 

lelevlaion sct^een for extcmled periods of 

time. When pkaying Ehls game, it is advisable 

lo reduce Ihe screen bnghtneos lo help 

avatd inufie burn-m on ihe picture tube. 

Be aure Ihel the powe^^ is turned ofl wh^n 

changmg game canJs. 

This js a preclsK>n device and stiould not be 

usert or stored under condrtions of excessive 

lemperalure or humidity. 

Do nol lorcibly bend your TurboChip game 

cards. 

Do no( louch the inside of the Terminaf area or 

e^cpose the SuperSy$3em to water, b.^ this 

mighi dama^ Ihe unrt 

Do not wipe your SuperSy^tem or TurboChip 

game cards wilh volalile liquids ^uch as painl 

thinner or ben wne. 



©1992 Sphere. Inc 
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TuitDChip game cards are made especially Icf 
use with Ihe TurboGrafx-^6 Enleriainment 

SuperSyslem and Ihe TurboExpress Handheld 
Entertammenl System and wfII no) operate on 
othar* syatems. 

Any dupHcatlon of this software Is slricHy 
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Introduction 



Falcon is a real-lime simulacion of an F-16 "Fighting Falcon" from Ihe fighter 
pilot's pi>mT of view. The F-lft fighler aircrafl is an advanced highly mancuvorahle 
air-io-air dogfighicr, and has also won just about every bombing accurdcy coniesl 
ii emered. 

Some of [he less imercsting details of flying an F- 16 in combai have been 
deliberately left out in simplined. The emphasis of this game is more towards fun 
than absolute realism. 

The Falcon you'll fly in this game is a simulation of an F-16 that di>os include 
many of the features of the aeiual aircraft : Air-to-air and air-to-ground weapons, 
Head-Up- Display, radar, threat warning systems, and the ciKkpii instruments. 
You'll be fiying your Falcon in a simulated combat environment, with enemy 
fighters, flak gunners, and SAM (Surface -to- Air Missile) launchers all trying lo 
keep you from completing your assigned combat missions. 




Object of the Game 

Intelligence reports sliow that a terrorist group is trying to manufacture atomic 
bombs, "Your mission is to fight your way through their defenses, then l1nd and 
destroy the bi^mb factory before they are ready." You must equip your F-16 with 
the proper armament, % to the bomb factory, destroy all designated targets and 
return to home base. On your way, you must attack and evade enemy aircraft and 
ground threats. Missions involve air-to-air and air-to-ground combat and will gel 
progressively harder as you close in on your Tmal target. All missions require the 
correct choice of armament and equipment, plus the advanced flight skills and 
cool-headednessof anace pilot. Training is available to help novice pilots. The 
overall object of the game is to complete all the missions, finish the game and get 
the highest score, 

Garntw have ti firnf-liinir of one-week lo romplere. You imisi find a Y,-a\ ro finish 
the game within !hi\ lime period, if you monage to do so. you will hi- fiiahty 
rewarded. The world depends on you! Good lufk! 



Preparing for Play 



■ Inserting the 
TurboChip Game Card 

1 . Be sure thai ihe piiwer h lutncd 
off. 

2. Remove ihe TurboChip game card 
from its plastic case. 

F^ote : DONT hend ihe ^ame cord or 
loitch its meUil puns. Doin^ so 
luiiv daimi^e the prit^rnm. 

3. Insen the card with ihe iiile '%ide up 
inio the Game CaTd Psin, 

A. Pu^h the card in firmly liiiiU you 
feel a firm click- 



■ Turning on the 
SuperSystem 

L Be 'iure that your game card is 

inserEcd properly. 
Note : tfyoiir game card is nor 

inserted properly, the Power 
Snitifi wilt not move oil the 
way lo the ri^ht. 
2. Slide the Control Deck Power 
Swiich lo the "ON" posiium. 



Note : If you \iam to luni off the 

SuperSwMem during plii\. reset 
the gaf'ir !ir-,i In h'flditi^ 
(RUNj Imrrim tlown and 
pressing [SELECl i bulion at 
the same time, and slide the 
switch to the "OFF" position. 



Menu Selection 



■ Selecting tlie Menus 

I, Press the [RUN] hution.The 
following menu screen jppears. 




2. Press Ihe |DlRECTlON KEY| up 
or down lo highlight the menu 
you want lo select. 

3- Press ihe [RUN] button lo make h 
se led ion. 



■ The Menus 

MISSION BRIEFING 

In ihiv mcim, vou will th: brii'lcU iibuul 

r 

AficruarJs you will begin youf tombiii 
nu-s^ion. (See P.6| 

LOAD/SAVE GAME 

Thiv menu is usc-tl to v^vc und Inud g^mc 
diiiaCSiX^P 13) 

TRAINING MISSION 

T his menu iillu^vs jou lo improve your 
ccimbur icchniqutrs ^nJ nighi skills 
neccs-;arv lo suct-'ccd jn comhiii missions 
|aJr-lo-air and air-lo-gmund). 
tSecP.LSj 

HIGH SCORES 

Ttu^ iiLi:[Ui J lows you lo view ihc Cop Hvc 
high ^orcs. (Si^ P. 1 6) 

HEAD^TO-HEAD 

This menu allows iwo players logohtsid' 
u^- Ml Lid in iido^fl^hl using iwo 
TurboEspre?hS"^^' Hiindhcid EnccelJJnmcnl 
Sy.sEcms connccled vm an accessory cable. 
(SeeRJ7> 



Combat Mission 

Afier you seleci armiiment lor a 
mission you have been briefeJ on, 
you will begin yourcombiii mission. 
Select "MISSION BRIERNG" on the 
Menu lo begin the briermg. 

f^ote : Press iht' fRVN} bitirim 

iirtviiiiit' duritiK ifie hrit'/ing lo 
see the nejKi screen, ifvou 
w'imi lo exrl lhi.\ metiu. press 
the t SELECT! huiion. 




■ Selecting Armament 

As your sckciion will jiffetl aircfaft 
perfoniiance. seleui armament for the 
mission you have been briefed on 
referring lo armament daia or 
configuration shown on ihc screen. 

1. Press the |Direction Key| up or 
down so thai the armament item 
you want m select is shown on ihe 
screen, 

2. Press the | Direction Key| left or 
right 10 set the number of items lo 
be loaded. 

Note : Lefr ro decrease ihe ifumber. 
rigtir rn int reuse il. 
The 11 hiillon will t lear till 
unnutnenr oj) ihe aircrafl. 
aUoH-inji you lo smnfrom 
scratch in selecting 
wetipon.\. 

3. When you complcic your 
selections by repealing steps I and 
2, press the [RUN] button, 

YouT Falcon is taking off, and the 
combat mission will now begin. 



■ Falcon Armament 

AIM-9J SIDEWINDER Hcai-scekinf missile 
For air-to-air combat 
Useful range ^ miles 
For rear an^le shots 

A1M-1 20 AMRAAM Radar-guided missile 
bor air-io-air combai 
l.ong range. \^ miles 
For front and rear shots 



AGM-65B MAVERICK TV-guided missile 
For air-to-grt)iuid combat 
Effective range 9 miles, in go<)d sight of target 



AGM-45A SHRIKE 

For air-to-ground combat 
EfTeciive range 12 miles 
For attacking SAM sites 



^ 
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^ 
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MK-G2 LDGP l^iw drag general-purpose bomb 
Fof air-io-ground combat 
Effective when close to target 



ALO-131 ECM POD LLcctronic countermcasure device 

to defeat enemy missiles ^ 

For yir-lo- ground combat ^ 

Activates automatically during Hight 



300-GALLON FUEL TANK A<]di|ion:il fuel tank 
Capacity 3'M) gallons 




]:n=> 





■ Controlling Falcon 

All diretUoniil movcmcni and woiipons firing of Falcon, except during take off 
and liinding. is conirolled hy your operaiion of the TurboPad^" conimller or 
Joystick'^" High Perform jncc Controller, Yt*u should niii^ier thtM>peralion of ihe 
coniTOller you'll use for successful missions. 

Note : Usiii}- ii JoySrick^^ Hitifi Ftrfuniuifici' Ctmiratler gives vou better 
liireirtiimiil i'oiitrol of Fulctm. 

Tfif i and II bitiliffi fire rate sivkhes should horh he in the boiUrm {smaifesf 
dot) position, or the plane »ilt rmi fly properly. 

■ Controller Description 



CfCLECT Bu tton^ 

; RUN Button ) 




C^ELECT Button}'^ WUN BuUqiT) 



Fire rate switch ) 



(p I recti on Key 



Button tl 

CBullon I ') 




TurboStick ) 



CButtonin 
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Contoroller Operation 



Flight control 



Firing operation 
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nose down 



n»eup 



[ollkfi 



roll righi 



Rduce ihroule 
sening 



Incffise ihroGic 

senin^ 



Nose slightly left 

uithoLir b^k 



Nose^liEhrtyrighi 
Upiihout hank 




9 


SflcctpEayer weapon 


^Lon 


10 


Ftrc selectoJ wcjpon 


on 

o 


11 


Shift radar'locr 
[OKiliargei 


m 


12 


Release a charge of 
flaFe^chalT 10 evade 
enemy missiles 
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aircr^ fnlicig llv misMim 
bill M"ng>fnif life Mjjou 


CD Mh ^^ 


other operations 


14 


Pau^'npau:>e gamt 




IS 


Reset game tf^yan 


o + o 



1 



Nq\£ : 1^233,4 Ihi'sc Oir^ciiOfi Keys corrfspimii lo ihc suck. 

7tC Avp /j^j;iA j: UH'fiit for fine tumhi);. t'SfH'nuity ^vlj^u fr/wji/^jji?, 

1 1 "^kjI" i_\ U-'y^fiii >iVj<'/j j/jf/F f_v mor^ ihuri f^f *';i*^irj^' pUiiw in from iff vou 
iiful \im neeJ la pick Mitich one the missile y^Hl traclL 

12 Dmnp chiiff then mrri or piiil up hunt when the missUe f^ets close en^^ujih to 

liiihi ihe "Threoi" njiiirotor^ 
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■ Falcon Cockpit 

Ontc your I^akon has lakon off, (he screen 
will show ihc piloi\ pcrspccn^L^ Inim the 
cock pi I. The matn cockpil compononl^ arc 
Fk-iJ I p Displays <HUD|, whJLh shuws 
impotiani data. anJ iKl' IVihh P^ncL 
Familjarize youriell" wiih ihem. 

Compass Heading 



LCK 

Lif.hu wht» jn fin:rii> filsLiu- 
ha.s U^kcd onLi> your plane 

Warning Lighl 

Lights ^hi^n yL>Ljr plants is ^txHJi to break up 

fnim damage, giving yt^u Ima^z to hati oul 

LNH 

Ltfhis when itn enemy mi^slh 
has he^^n launched ^k\ yau. 

THR 

Llghl^ U'lu:n .in enemy missile 
h wjlhin sccoikJv <if hiitmj^ you. 

SAM 

Litihi--. when d SAM sjle i^ tlo&c 
enough to launched a mi^alle ill you 



G Force Meter 



Airspeed Scale 



Horizon Ladder 



Target Designator 



Altitude Scale 




WaypoJnt Direction 
Indicator 



1 



AAA 

Lights ^h4:n a flsik gun 
iAjni-AiivrjfT Amlkrji 
Is clo:^ enoui^h lo shot^ 
at you 



Fiare/ChaH 

-Show^ Ihc number of flarc^chaff 
remaining on >oLir plane. 

Weapon Display Area 

ihe i^ea|H](i ynu ha^e M^^lecied ts Jis^wn. 
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RPM indicator 

llIil jtcs incr^^nitnu of percenUge 
pow4?r ihLit thi? plants engine i^ 
prEHli^tin^ ai itiai miamcni. 

STALL 

LighL"^ %vtitrn yno have pulled loo many 
G's Tor Y^nir ^ir>pct:d and alti[udc. 
causing ytmr ^-ings to ":AM" or k^^e 
lifi lenip^irarily 

ECM (Electronics Counter Measure) 

Li^hlb ^^li^n LCM piHl ts jLliMdtL^d 

Fuel Indicator 

Indicaiu^ tiK [iniouni oi reti^uining fucL 

Damage Indicator 

^ho^^s h\J\^' muL'h damagi: your plane can take. 

Radar 

TliL-re jie two operation mode"=. air-to-air and air-lo-ground Air-l<vair mnde ha-^ a maximum 
Tiingcof 4(lmL!i?s-The IdlowLng I nr<H'malmn 4 ^ displayed ^ MIGs. diM^ince lo MIG. ^Loiudc 
of MIGh an]]1c:i;il hon/on hrn^. closure rate. MIG heading. MIO airspeed and nispeci an^le. 
Aii-lo-^round mode dF^plays an imu^c as ^iCcn ihmugh ihe AGM-(>5B MuvltllL niis-siJe- 
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Game Goal 



Game Over 



Show^ whcihcr you hhiiccccdecJ or f^iiieJ in 
your mivvi^in ifcfitr iitl combiii i^ over. 



I BrfH P.FIFHI 4^T+M* t 




LPn:ssihc[RLiN]bution- 
Shtjws the Missicm Scon; TeiNc. 




h 



■±41 .^L hllLri 



^ 



1. Press ihc |RUN] loc^inhis menu. The 
iniiial menu serecn^ppeurv 

Once you have finisheil :\ mivsjnn ;md 
reiumei] vafcly lo home base, you eun 
advance lo the neM kvtl for an <=vcn 
greater challenge. 

You tan he ^hoi down and siill eonitnue 
ilie yumt il you bail imi bclore jour plane 
breaks up- The gujne is over once you are 
killed. 



[fyou die or run out of lime, your game is 
over Fading ii mission merely forces you 
to fly il over, as long a.s you haven'i run 
oui "flime. If your score is among the five 
hi^ihcsu >oL] ^\ ill be allowed !o re^ts[er 
your name and >corc in ihc High Score 
Table. Follow ihe sicps below To enlcr 
your name in the High Score Table. 

1- Press Lhe IDIRFXTION KHYt up and 
down io move the kiii^r you wi-^h lo 
choose inio lhe highlighied area. 

1 Press Ihe IDIRBCTJON KEY \ nghi to 
move the hJghJighled ^rea to the next 
space. 

3. Press lhe |RUN| buiton once you have 
finished entering your name by 
rt^pcaiing sicpv I and 2 ab«we. 
Your name and high score will be 
added lo the High Score Table. 

Nittf^ ^ I/rhi- yys^rm is funiaf OFF before 

High Scor^ Table wiVV iir reset 
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Saving or Loading Games 



Game &diix may ho both suved and 
loaded. A game may be saved in a 
missiim by saving game daia and 
restarted laler ai ihc same mission by 
loading thai game daia, Savinj- also 
rerains yoLircjircm High Score 
Tabfe. Seleci "LOAD/SAVE GAME'^ 
on lhe Menu lo enter The 
"LOAD/SAVE OPTIONS" screen 
appears. 




^ P^ "^S '^^^ ^'B 



■ Saving Game Data 

I- Press [he IDIRHCTION KEY| up 
or down Tci highlight "SAVE 
GAMt" and press the IRUNI 
bution. The "SAVE GAME 
OPTIONS" screen will appear, 

2, Press lhe IDJRECTION KEY} up 
or down lo highlighi the desired 
ileni and press ihe |RUN| button. U 
you seletl "SAVE DATA", a 
Location Lisl for saved data und 
password option will be displayed. 
A password will be given to you if 
you select "PASSWORD". 

Note .- PiisMvonh {16 letU'is long) 

tire iifedfd when U'udiitK tlnrti 
saved ivilh ci pa.\switrd. Be 
surf ro write d<nvi\ your 
puswum/ .\ir v"u ^wn't forgei 
il. 
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■ Loading Game 
Data 

1 . Press ihe [DIRRCTEON KHY| up 
or down lo highlighi 'LOAD 
CAME" and press ihe |RUN] 
bviium. 1 he "LOAD GAME 
OPTIONS" screen will appear. 

2. PTtss Ihe I DIRECTION KEYj up 
or down lo highliphi ihe desirt^d 
iiem and press ihe |RLN| buUon, 

3. If you seleci "DATA LOAD", 
press Ihe IDIRRCTION KEY) up 
or down lo highlight the d^ta you 
wish lo load and presb the {RUNJ 
buiion, ITyou seleci 
"PASSWORD" use the 

I DIRECTION KEY] lo enter Ihe 
16-letier password for ihe game 
you wish to continue and press the 
|RUN| button. The data 
corresponding In ihat which you 
have selected wilt be loaded. 



Note : Bi- Milt lo iiHer yimy password 
correciiy- Data cannot be 
loaded without the proper 
ptis-tiiord- 



■ For TurboBooster 
Plus owners 

You will have the option m do data 
loads and saves, and your high scores 
will be savi^ii even when the machine 
is turned off. 
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Training Missions 



Training missions allow you to 
improve the skills necessary to 
complete missions successfully. This 
includes five menus as follows. 
Select "TRAINING MISSION" on 
the Menu. The training menu screen 
appears. 




■ Select the 

you wish to improve. 

L Press the [DIRECTION KEY| up 
or down to highlight the skill you 
wish to practice. 

2. Press the [RUNl button to enter 
your choice. Training will begin. 



■ Training Menu 

bombing 

Trains you in effective targeting 
techniques for the bomb. 

intercopt 

Trains you to intercept and shoot 
down enemy bombers, 

dogfight 

Irains you m evading enemy aircraft 
and missiles and teaches you llight 
skills such as hning up behind enemy 
planes. 

anti-flak 

This trains you to evade enemy flak- 
gun t1re and to destroy enemy flak 
guns. 

anti-SAM 

Trains you in proper anti-SAM 
(Surface- to- Air Missile) tethniques 
and how to effectively attack SAM- 
sites. 
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Viewing the High Score Table 

Selcci "HIGH SCORE" on ihc Menu. The High Score Table showing ihc names 
and scores of [he be^l five recorded guiikes appears. 




Noie : If {he system is liiniett OFF before linrne ehuti has been saved, the Hi^h 
Store Tdbie will he reset. 
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Head'tO'Head Game for Two Players 



Two players can go heyd-lo-hcdd in a 
dogilghi using iwo Turtni Express™ 
Handheld Enlerlainmeni Sysrems 
connected via an accessory cable. 
The following hardware is required 
for head-io-head play : 



Select "HEAD- TO-HEAD" on ibe 
iniiial Menu, 

During hcad'to-head dogfights, both 
player's pianes are controlled just as 
during single-piayer games- 



• Two TurboExpress^^ Handheld 
Enicnainmeiu 5ysiems 

• One cable 

^ofe .' For dettiUs on connecUng 

systems via a cnhle. refer to 
the Til rill 'E.\press^^ 
hiunntion Mii/iuul. 
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Appendix : Aircraft Specifications 





F-1GA Tighting Falcon" 


^^H r=uj ■ W^:^!^ 


Engine 


Praii & Whiiney FIOO-PW-200 lurlxifan; 
23,S40 lb. sialic ihmsi wi[h aficrbumer 


Length 


49 ft., 6.75 Lfi. (with nose probe> 


Wingspan 


31 ft.. D in. (wiihout missiles); 

32 ft.. 10 in. (with Lwo missiles) 


Height 


16 ft.. B.5Ln. 


Weight 


Empty 14,567 lb.; Normal TakcofT 
(air-iu-air with fuel ^nil iwci missiles) 
23,300 lbs,: MaxliaLiin Tokeoft^ 35,400 Jbs. 


Max Speed 


795 knois/hr (Myih 12) ai Seu Uvel 
1,172 knois/hr [Mach 2.05) ai 40.000 ft. 


Ceiling 


Over 50.000 ft. 



MIG-21 "Fishbed-N" 


MIG-29 Fulcrum-A" 


-<^jfcte^^p- 




^^~^^^^^^^:^*~"\'' ^:>^-^ 






1 Tumanskii R-25-3t)0 mrboiei 
I 16,720 lb. static thnis* 


TwoTumanskii R'33D lurbofans 
11,250 lb. thrust; 


51 ft., 4 in. 


59 ft. 


- 23 fL, 6 in. (wiihout missiles) 


39 ft,, 6 m- spread 
27ft.»2m, swepi 


14 ft. 9 in. 


16 ft,, 6 in- 


1 Empty 13,500 lb. 

' Narmal Takeoff 1-^,300 lbs. 

^ Maxjmum Takeoff 22.000 Ibs- 


Empty 22.500Tb. 

Normal Takeoff 37.000 lbs. 

Maximum Takeoff 41,500 lbs. 


730knoTs/hr{Ma(;h 1.1) at Sea Level 
1.200 knois/hr (Mach 2.H at 40.000 ft 


730 knois/hr (Mach 1 . 1 ) at Sea Level 
L320 knoti/hr (Mach 2J) at 40,000 ft. 


Jovcr 50,000 fl. 


Over 50,000 ft. ' 
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F-16 Armament 



TurboChip® 90-Day Limited Warranty 



Md I -A ] Vulciin Imemal 20-mm Ctin 
AIM-I20A AMRAAM Rydiir-GuideU Missile 
AJM-9J SidcwmdLT Hlmt- Seeking Missile 
ACM-65B Maverick Missile 
AGM-45A Shrike Missile 
MK'K2 S<K)lh Ltm Drag Bomb 
ALQ-131 ECMPOD 

■ MIG Armament 

Gsh-23 Imeniiil 23-mm Cymion 
AA'2 Aioll [R Guided Missile 
AA-IO Alumo Radur-Guidcd MisaUe 
SA-2 Surf ace-io- Air Mihsile 



Turbo Technologifls. Inc ('TTI*) warrants to Iha 
□oginal cchnsumer purchaser EhaE thrs product shall 
be Free IroFn dori>cT& in matflrial Hnd workmanship 
ur4flr Ihe r^llowir^ Lerms 

MOW LONG IS TH£ WAHHANTY 

This produci IS warranted lor 90 dav^ l^(>^ Ihe dale 

dI the lii^l consumer purchase. 

WHO IS PROTECTED 

This warranty ma/ be enforced only by the tiret 
ccntumer purchaser. Vou should eave your prool of 
purchoBfi. and be prepared TO prsseni r| in case of a 
warranty c&aim. 

WHAT IS COVEflED 

Except as spoc^ied balow. iNs warranly covers alt 

delec[s in maleriAl or workmanship fh ^his produd 
The lollowinQare noE colored by tha ijvarranty' 
1 Any prfxiuctthal is r>ot drslnbuted m Eh$ U S A 
by TT| or ihal is not pitrchas«] m th& USA 
IrofTi an auThonzod TTf dealer, or thai is seni lor 
warfaniy service Uom oulsido ttie USA 

2, Damage OetenoraCion or malli^nctKMi resulting from 
a) Accident, neglbgenoe. misuse abuse, neglecl. 

impad. flreniKjutdiii^ningor olheracisel 
nalure. commsrckai or industnei use product 
modifbcai^n Or lamperirkg failure Co IdI low 
inslrucliorts suppii^ wih the pnjducl, 

bi Roisatr or anempled ropa-r by anyone not 
auirior^26d by TTI. 

c] Any &hipmeni o1 the product [claims musi bti 
Submitted lo the carTlef)^ 

6) Homoval or mstallalion of Iha produd; and 

e} Any other caus^ that doo^ noi relate to a 
deled m matanal or workmanship 

3. Any product as lo wh4ch tho TTI senal number 
has been ellerad. delecEed^ or romovvd- 



HOW TO OBTAIN WARRANTY SERVICE 
Forwarr^nty mlormabon.caii i-BD0-36fi-Di3e 
Monday FiriUv d'OO A.M to 7-CK] P U Central T^me. 

LIMITATION OF HPLIEO WARRANTIES 

Any jf:pl4C3l^e imr}<ied warrant^s. irkciudmg 
warranlie^ or mefchanlabiliEy and Fitness Tor a 
padEular purpose, arelimiled in duration Eothe 
ler^Ch of Ehis wan^nty. and are subjecl lo all 
coodrliooa herein. 

EXCLUSION OF DAMAGES 

TTis liability lor any produd IS UmJied to Ihe repair 

or replacement ol Ihe product bI our option. TTI 

Shall not be liable lor 

1 DamageEaother property caused by mis product, 
damages bas^d uport inconvoriiorice "oss ol use 
oF ih& product, toss ol Ume. commercial loss, or 

? Any Qihor damages, ^^hether inc^nial. 
conuqueniaaE ar otherwise 

SOME STATES DO MOT ALLOW UMITATIQN5 OW 

MOW LONG AN IMPLIED WAHRANTV LASTS AND-OFl 
DONOTALLOWTHE EXCLUSION OR LIMITATION OF 
INCIDEtJTAL OH CONSEQUENTIAL DAMAGES. SO 
THE ABOVE UUITATtONS AND EXCLUSIONS WAV 
NOT APPLY TO YOU. 

HOW STATt LAW RELATES TO THE 
WAHHAHTY 

This warrancy gives you specrfic legal righls. and 
you may also have other nj^ts whrf:h vary Ifom 
sta^e Co slale. 
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Have you tried 

these other TurboChip™ 

game cards ? 

Gunboat'" 
Bonk's Revenge'" 
Night Creatures'" 
Andre Panza Kickboxing 




■TurboGrafx", ^TurboChlp-, 
'TurtwEx press' . "TurboPad" are 

trademarks. 



o TEchnologics, Inc . 




Los Angeles. CA 90045 




FALCON is a trademark of 
Sphere. Inc. 

Prinled in Japan 

TGX040067 



Printed on Recycled Paper 



